Introduction
According to the editor of this volume, the term "cultural industries" includes "the arts and creative sectors that encompass, but are not limited to, publishing, film, music, photography, design, and tourism."
1 Because of the development of digital technologies in computers and telecommunications equipment, more and more cultural artifacts are being produced, stored, and delivered digitally. The increased speed of digital devices and innovations in computer networks and digital compression technologies make it both easier and less expensive to deliver words, music, symbols, and images (in fact, anything that can be digitized) to consumers around the world.
One of the key consequences is that the cultural industries, which used to depend solely on analog technologies, have had to adjust their business models and strategies to deal with the new digital technologies. Some firms have done this successfully, others have not. Also, cultural industries catering to mass audiences tended to use one-way distribution systems (e.g. television and radio broadcasting) and stored media like CDs and DVDs to deliver their services to consumers. The interactivity of digital technologies and file sharing of increasingly large digital files via the Internet is making business models premised on one-way distribution and the sale of content on stored media increasingly obsolete. 6 In record stores near wired college campuses, sales frequently dropped to zero. 7 Even though some of these lost revenues were recovered in the form of payments for legal downloading of digital files, consumers would not go back to purchasing albums that included songs that they really did not want to buy.
In book publishing and other print media, the shift to digital distribution has begun, but portable high-resolution digital readers are still not widely available. Two impressive recent entries in the market for digital readers are Amazon's Kindle and Sony's Digital Reader. Still, it is unlikely that books, magazines and newspapers will be as strongly affected by file sharing as audio and video recordings, at least until these and other digital readers come down in price and go up in quality.
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More important for print media is the attention rivalry from other media that may be driving people away from reading. According to recent studies of media usage, increased time spent viewing websites on the Internet is cutting into the time spent reading newspapers and listening to the radio while TV viewing is so far relatively unaffected. When asked where they get their news, people are reporting that they turn to 5 "iTunes," Wikipedia, http://en.wikipedia.org/wiki/ITunes. the Internet increasingly and decreasingly to newspapers (see Figure 1) . Declining circulations and the loss of newspaper advertising revenues to on-line services like
Craigslist is putting many local newspapers out of business.
9
In addition, the average price of all but mass-market paperback books is rising rapidly. Textbook and academic journal prices are rising much faster than the rate of inflation. 10 Libraries are acquiring fewer books and journals and dealing with gaps in their collections via interlibrary, so academic books that are not textbooks are now less economically viable than previously. This is a major problem for younger scholars in fields where scholarly book publication is the main criterion for promotion and tenure.
The content of mass media is shifting in response to increasing levels of attention rivalry. TV shows are trying to mimic the interactivity of social networking sites and new radio stations are copying the eclectic musical programming of iPod and MP3 player owners. 11 Internet delivery currently favors short formats over long ones, but that is probably only a function of current computing and network transmission speeds.
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People are demanding that their consumer electronic devices be capable of dealing with multiple channels, so car radios now permit users to easily plug in their iPods or MP3 generation of consumer electronic devices will let users share media with others on a variety of players and platforms.
Infotainment, Edutainment, and Attention Rivalry
One of the consequences of the transition to digital technologies is that the boundaries between previously separate cultural industries are becoming fuzzier. There was already some movement in this direction under analog technologies. In television, for example, the distinction between entertainment programming and news programming eroded as networks increasingly focused on ratings and advertising revenues. With the ability to package audio and video information in both analog and digital formats and to combine them with the interactive capabilities of the Internet came new possibilities for convergence.
Infotainment refers to the combination of information and entertainment, while edutainment refers to the combination of education and entertainment. We are experiencing, for example, a considerable trend toward infotainment and edutainment in higher education. Professors are expected to entertain classes just as news anchors are expected to entertain their television news audiences. 13 The enhanced use of graphic aids in the classroom via PowerPoint and other types of presentation software is part of this trend. As students, and just about everyone else in society, like to "time-shift", professors find themselves uploading their digital presentations to the web so that students can view them at their leisure. In order to keep classroom attendance up, many resort to making attendance part of a student's grade.
No one denies that the transition to digital production, storage, and delivery of entertainment, information, and education has the potential of having a positive impact on society, but there are obviously many downsides as well. Attention rivalry leads to a more distracted public, always looking for ways to filter out unwanted information.
Consider, for example, the problem of cleaning out the spam from one's email inbox.
Spam filtering software is easily defeated by dedicated spammers, but people buy it anyway in an effort to reduce time wasted doing the filtering by hand.
More importantly, people who used to get their political information from print and electronic media that, because of their need to attract broad audiences, include multiple viewpoints so that readers can decide for themselves about different issues, now can get access to news that is aimed at smaller audiences with a particular slant on public affairs. As a result, people will be less exposed to views that are in opposition to their own.
Another potential downside is that people will get used to and actually enjoy being presented with too much information, a phenomenon that most of us have observed in our children's so-called "multi-tasking." The child who plays a networked computer game on a laptop while listening to music, watching television, and chatting with friends on-line is becoming a common sight in many U.S. households. In university classrooms, we find students instant messaging on their laptops or texting on their cell phones in the classroom. 14 We used to talk about the benefits of multimedia presentation of information, but the idea was to do this with a coherent set of ideas so as to improve Developing a political economy of digital culture will allow us to look not just at the net outcomes for society as the digital transition goes forward but also to predict who within society will win and lose. The potential losses of old players in the culture industries and the potential gains of new ones are likely to play a key role in political systems across the globe. We should examine carefully the claims of those pushing the digital transition so that citizens will be empowered by access to computers and highspeed networks, especially if there are only a few providers of that access and citizens have little control over the rules and architecture of the system. We should remain equally skeptical about claims that the digital transition will result in "surveillance 
